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The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 
accessories, games official 

and related If (Nintendo) 

products. Seal 


THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS ,M 
VIDEO GAME SYSTEM. 


Wireless DS 
Single-Card 
Download Play 

THIS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES DOWNLOADED FROM ONE GAME CARD. 

Wireless DS 
Multi-Card 
Play 

THIS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES WITH EACH DS SYSTEM CONTAINING 
A SEPARATE GAME CARD. 




EVERYONE 


B 


(Nintendo) 

NINTENDO, NINTENDO DS AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2007 NINTENDO. ALL RIGHTS RESERVED. 
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1. Press the Power Button to turn power OFF. Never insert or remove a Game Card 
when the power is ON. 

2. Insert the Geometry Wars™ Game Card into the Game Card slot on the Nintendo 
DS™ system. To lock the Game Card in place, press firmly. 

3. Press the Power Button to turn power ON. 

4. The Health and Safety Screen appears. Touch the Touch Screen or the one of the 
buttons to continue. 

5. The Legal Screen appears, followed by the profile selection screen. Select a profile 
slot and enter your profile name. 

6. Once your profile name has been entered, press the X Button to submit it. On the 
confirmation screen, press the A Buttow to-save and continue. 

7. Press the A Button to select your profile and you will advance to the Main Menu. 
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Controls 


Menu Screen Controls: 

Movement. 

Select. 

Back. 

Standard Game Controls: 

Bomb (Special). 

Pause Menu . 


+Control Pad 

.A Button 

.B Button 


1 Button 
.START 


Multi Player Controls: 

Send Wave (in Simultaneous mode).R Button 

Aiming & Movement In Game: 


Stylus .Selects Stylus to control "Firing" or "Movement" 

Handed .Switches A / B / X / Y Buttons to "Movement" and +Control Pad to "Firing" 

Display .Selects the top or bottom screen as the active game screen 


Top & Bottom Screen 

In OPTIONS, you can choose to play with the game screen on either the upper 
or lower screens. 
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Main Menu 


Galaxies .Single-Player Campaign Mode 

Retro Evolved ....Classic Geometry Wars: Retro Evolved™ Gameplay Mode 

Multi Player .Single Screen Co-op Et Challenge Co-op Modes 


Single-Player Campaign: 

This mode gives you the opportunity to take on a diverse array of GEOMETRY WARS'" 
levels, featuring new gameplay and enemy types. 

Evolved: 

Take on the classic GEOMETRY WARS ' M infinite shooter and try to be the best 
in the world! 

Multi Player: 

See DS Multi Player Et Evolved Download. 


Menu Options 


Preferences .Change the Aiming Visual 

Profiles .Change / Delete 

Audio .Change Volume Settings 

Credits .See the people who help made this game 

In-Game Options: 

Preferences .Change the Aiming Visual 

Audio .Change Volume Settings 
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Enemy Types 

Classic Enemies 

Wanderer 


Grunt 
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Gravity Well 

Proton 

Snake 

Repulsor 

Mayfly 
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Geoms 


GEOMS represent the currency in Geometry Wars: Ga/ax/es™. When enemies are destroyed, they 
drop yellow Geoms that can be collected and spent on drone Behaviors or buying access to solar 
systems and planets. 


By collecting them during a battle you will increase your multiplier, this is the key to massive 
scores. Collecting them will also earn you extra lives,,smart bombs and weapons changes, a 
reward sound will play when you are given thi^'ort of bonus. 


Your drone is an autonomous craft that helps you fight your enemies. * 

There are quite a few very different Behavior types that can be fitted to the Drone, each one will give you a specific 
type of assistance that might prove crucial in certain types of battle. 

Initially your Drone will be fitted with an ATTACK Behavior but once sufficient Geom funds have been amassed 
(see GEOMS), this can be changed to others, after purchase. Behaviors are changed in the Drone Behavior interface 
on the right hand side of the planet summary screen. 

The Behavior you take into battle will level up depending on your performance in battle. The more you use a 
Behavior the more useful it will become. Its Behavior capabilities will increase and it may even get up rated 
weapons. The player will be able to see a summary of the level of the Behavior in the Drone Behavior interface. 

Note: The Drone setup cannot be changed during gameplay and must be done before entering a particular planet battle. 


DS Multi Player & Evolved Download 


If your friend has a NINTENDO DS™ or NINTENDO DS™ Lite, you can download the complete Geometry Wars: 
Retro EvolvecT game from your DS™. Online scoring is not supported on this version. 

Go to the MAIN MENU of the DS version of the game and select CONNECTIVITY. 

Select Game Share. 

On the DS consoles without the cartridge installed, select DOWNLOAD from the main menu of the NINTENDO DS 
or NINTENDO DS Lite boot screen. 

Once the DS or DS Lite has found the available download, select it and follow the on-screen instructions. 

Download Features 

The downloaded version of the game contains 2 main elements: 

RETRO EVOLVED: A complete version of the main infinite-play game, without the online scoring feature. 

MULTI PLAYER: All multiplayer game modes and the ability to search for hosted games. 

Multi Player Games Game Types: 

Co-op: Allows 2 players to play together in the same battle, either with separate scores, lives and bombs or with 
shared scores, lives and bombs. 

Versus: 2 player game where one player has to deal with the enemy waves that the second player throws at him. 
Simultaneous: 2 player game where each player can send the enemies they destroy in different waves. Each player's 
enemy list will count the enemies the player destroys and add them to each group's total. 


Note: This game will only be playable while the DS or DS Lite is powered on or in SLEEP MODE (achieved by closing the 
lid with the power on). Once the DS or DS Lite is switched off, the game download will be lost. 















Wi-Fi Setup 


During wireless game play, if communication seems to be affected by other electronic devices, move to another 

location or turn off the interfering device. You may need to reset the power on the Nintendo DS and start the 

game again. 

Nintendo Wi-Fi Connection allows multiple Geometry Wars: Galaxies r “ owners to play together over the 

internet-even when separated by long distances. 

• To play Nintendo DS games over the internet, you must first set up the Nintendo Wi-Fi Connection (Nintendo WFC) 
on your Nintendo DS system. Please see the separate Nintendo Wi-Fi Connection instruction booklet included with 
this game for directions on setting up your Nintendo DS. 

• To complete the Nintendo WFC setup, you will also need access to a PC that has a wireless network device installed 
(such as a wireless router) and an active broadband or DSL internet account. 

• If you do not have a wireless network device installed on your PC, you can order a Nintendo Wi-Fi USB 
Connector (sold separately) directly from Nintendo. See the separate Nintendo WFC instruction booklet for 
more information. 

• Nintendo Wi-Fi Connection game play uses more battery power than other game play. You may prefer to use the 
AC Adapter to prevent running out of power when using the Nintendo Wi-Fi Connection. 

• You can also play Nintendo WFC compatible games at selected internet hotspots without additional setup. 

• The Terms of Use Agreement which governs Nintendo Wi-Fi Connection game play is available in the Nintendo 
Wi-Fi Connection instruction booklet or online at www.nintendowifi.com/terms. 

For additional information on the Nintendo WFC, setting up your Nintendo DS, or a list of available internet 
hotspots, visit www.nintendowifi.com (USA, Canada and Latin America) or call 1-800-895-1672 (USA/Canada only). 


Wii / DS Unlockable Content 


If you purchase a copy of Geometry Wars; Galaxies ;™ for the Wii™ Console, you can wirelessly 
connect to your DS to exchange data and add new challenges to your playing experience. 

Go to the MAIN MENU of the DS version of the game and select CONNECTIVITY, then select "Link 
to Wii" and follow the on-screen instructions. 

Go to the MAIN MENU of the Wii version of the game and select CONNECTIVITY, then select "Link 
to DS" and follow the on-screen instructions. 
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CUSTOMER SUPPORT 

Technical Support 

Phone: (800) 630-0811, 10:00 AM-8:00 PM M-F EST 
Online Support: http://support.vgames.com 
Customer Service 

Phone: (800) 757-7707, 10:00 AM-8:00 PM M-F EST 
Mail 

Vivendi Games 

4247 South Minnewawa Avenue 
Fresno, CA 93725 
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License Agreement 

This software program, any printed materials, any online or electronic 
documentation (tne "Program") are the copyrighted work of Vivendi 
Games, Inc., its subsidiaries, or its licensors (collectively referred to 
as "Licensor"). All use of the Program is governed by the terms of the 
End User License Agreement which is provided below ("License"). 

The Program is solely for use by end users according to the terms of 
the License Agreement. Any use, reproduction or redistribution of the 
Program not in accordance with the terms of the License Agreement is 
expressly prohibited. 


END USER LICENSE AGREEMENT 

1. Limited Use License. 

Licensor hereby grants, and by utilizing the Program you thereby accept, a 
limited, nonexclusive license and right to use one (1) copy of the Program 
for your use on Nintendo DS™ game system. 

2. Ownership. 

All title, ownership rights and intellectual property rights in and to the 
Program and any and all copies thereof (including but not limited to any 
titles, computer code, themes, objects, characters, character names, 
stories, text, dialog, catch phrases, locations, concepts, artwork, 
animations, sounds, musical compositions, audiovisual effects, methods 
of operation, moral rights, any related documentation, and “applets" 
incorporated into the Program) are owned by Licensor. The Program 
is protected by the copyright laws of the United States, international 
copyright treaties and conventions and other laws. All rights are reserved. 
The Program may contain certain licensed materials, whose licensors may 
act to protect their rights in the event of any violation of this Agreement. 

3. Responsibilities of End User. 

A. Subject to the Limited Use License as set forth above, you may not, in 
whole or in part, copy, photocopy, reproduce, translate, reverse engineer, 
derive source code from, modify, disassemble, decompile, or create 
derivative works based on the Program, or remove any proprietary notices 
or labels on the Program without the prior consent, in writing, of Licensor. 

B. You are entitled to use the Program for your own use, but you are 
not entitled to sell, grant a security interest in or transfer reproductions 
of the Program to other parties in any way, nor to rent, lease or license the 
Program to others without the prior written consent of Licensor; or exploit 
the Program or any of its parts for any commercial purpose. 

4. Program Transfer. 

You may permanently transfer all of your rights under this License, 
provided the recipient agrees to the terms of this License. 

5. Termination. 

This License is effective until terminated. You may terminate the License 
at any time by destroying the Program. Licensor may, at its 
discretion, terminate this License in the eventthatyou fail to comply 
with the terms and conditions contained herein. In such event, you must 
immediately destroy the Program. 


6. Limited Warranty. LICENSOR EXPRESSLY DISCLAIMS ANY WARRANTY 
FORTHE PROGRAM AND MANUAL(S).THE PROGRAM AND MANUAL(S) 

ARE PROVIDED "AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER 
EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE IMPLIED 
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, 
OR NONINFRINGEMENT. ANY WARRANTY AGAINST INFRINGEMENTTHAT 
MAY BE PROVIDED IN SECTION 2- 312(3) OFTHE UNIFORM COMMERCIAL 
CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY 
DISCLAIMED. The entire risk arising out of use or performance of the 
Program remains with You, however Licensor warrants the Game Pak(s), 

on which the Program is furnished, to be free from defects in materials 
and workmanship, under normal use, for a period of ninety (90) days from 
the date of delivery. Licensor's sole liability in the event of a defective Game 
Pak shall be to give You a replacement Game Pak. Some states do not allow 
the exclusion or limitation of incidental or consequential damages, or allow 
limitations on how long an implied warranty lasts, so the above limitations 
may not apply. 

7. Limitation of Liability. NEITHER UCENSOR, ITS PARENT, 

SUBSIDIARIES, AFFILIATES NOR LICENSORS SHALL BE LIABLE IN ANY 
WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE 
OFTHE PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, 
WORK STOPPAGE,COMPUTER FAILURE OR MALFUNCTION,OR ANY AND 
ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some states do not allow 
the exclusion or limitation of incidental or consequential damages, or allow 
limitations on how long an implied warranty lasts, so the above limitations 
may not apply to you. 

8. Equitable Remedies. You hereby agree that Licensor would be 
irreparably damaged if the terms of this License were not specifically 
enforced, and therefore you agree that Licensor shall be entitled, with 
out bond, other security, or proof of damages, to appropriate equitable 
remedies with respect to breaches of this License, in addition to such other 
remedies as Licensor may otherwise have available to it under applicable 
laws. In the event any litigation is brought by either party in connection 
with this License Agreement, the prevailing party in such litigation shall be 
entitled to recoverfrom the other party all the costs, attorneys' fees and 
other expenses incurred by such prevailing party in the litigation. 

9. Miscellaneous. This License shall be deemed to have been made and 
executed in the State of California, and any dispute arising hereunder 
shall be resolved in accordance with the law of the State of California. 

This License may be amended only by an instrument in writing executed 
by both parties. This License constitutes and contains the entire 
agreement between the parties with respect to the subject matter hereof 
and supersedes any prior oral or written agreements in writing executed 
by both pa dies. This License constitutes and contains the entire 
agreement between the parties with respect to the subject matter hereof 
and supersedes any prior oral or written agreements. 







